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This u[fkia] sral ss your assurance that NinMao h&$ 
m m-wiiJ this product and that it has mcl our standards 
tor rxccilervct in workmanship, reliability and ertUrrtJun- 
m«m value. Always look tor this seal when hwyimp gantw 
and accessories u> emute complete compatibility with \nnr 
Nintendo Enceisainment System 




I his game IS licensed hv Nintendo ' 

lor play on tlie 


Thunk jtj ufor select ini> tbt\\ 'iftit i (do Fn ter- 
tainment System Cabot Game fink! Far fid! 

manual 


Nintendo 


a mfidly. 
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Niniendo and Nintendo Entertainment System are 
registered trademarks of Nintendo of America Cue 


Nintendo recommends, igainst using a rear 
pfOjlMtlGri television with your NE5 as 
image retention on Khe screen may occur. 
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Safety Tips 


Always turn the power 
removing ltie Game Fak from your Ni 


ni 
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* This is a high precision game. It shoo id 
not he stf ired i n places ih ai are very hot 
or cold Store it at room tempera- 


■ 






lure, Never hit or drop it. Do not 


take it apart 


Avoid touching the terminal 
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connectors. Keep them clean 


y inserting the Game 


Pak in 


fa 


its protective storage case. 


* Use of tfanners, sol- 
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and other strong clean¬ 


ing agents can damage 


the Game Pak 



































Your Orders, Soldish 


At ease! Major LM. Havoc 

here 


You re on your own aiut if va" 

i m 

mess up, it’s your hide. The 

entire terrorist camp must he 
wiped out or the vermin will begin 

of terror 

leave no buildings standing. No ships 
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Combat Consultant to 


y 




rs 
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Council We've |ust received notice 


their reign 


by O R, A T 

of Allied Terrorists, The Council has in¬ 
structed me to select a volunteer to defuse 
the situation ...and gness what? You just 


the Dreaded Republic 


importantly..,clear the entire zone of 

enemy personnel! 

Keep your eyes open and your finger on the trig¬ 
ger. Complete your mission and the world can 


Gel ready for a week s R & R (Recon and Ruina¬ 


tion) at the terrorist camp, cm a secluded island 


You're gonna need it! 


as bullets shred the sand at. vour feet. Gaze at 


enchapiting sunsets as you dodge the raking fire 


of deadly comhat choppers. And admire the beau- 
tv of ancient ruins. And then ruin 'em some more! 


This is strictly a covert operation. The Council 
cannot 


Com but Consul tarn, I,w, a C 
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Using The Controllers 


ight shows the controller pans 


■1 


you'll he using as you play. 


CONTROL PAD 


To begin your mission and to start each Level 


« 


Press the START BUTTON 


■ 


i 


' 


* To move 

for more advanced maneuvers.) 


See control pad at right. (See page 8 
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* To fire vonr assault rifle—Press and hold B| I- 


SELECT -J [ 
BUTTON START 

BUTTON 


BUTTON A 
BUTTON B 


TON A and use the control pad to aim the 


cross hair 


* To launch your grenades—Use the control pad 
to aim the cross hair md tap BUTTON A. 

* To Pause 

* To return to the action—Press the START 


TO STAND 


Press the START BUTTON 


♦ 


TO MOVE 


TO MOVE 

RIGHT 


4 - 0 4 * 


♦ 


To continue after losing all your lives— 
the START BUTTON while PRESS START 
is flashing. 
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Staying Alive 


Your M ission 

Your 


You start the game with five lives You'll get one 
bonus life when you complete a Level. Also, you 
can continue vour game after losing vour last life: 

just press the START BUTTON while PRESS START 
is flashing. You get three continues. 


r£\ 


is 


t Blast through the 20 different scenes 
of the terrorist tamp by wiping out terrorists and 

r vehicles. 




many points as possible by desttoy- 


2. Rack u p as 


Each time you get another life, you'll blink for 

* 


ing buildings, supplies, and landmarks. 


this time volt ft invinci- 


Note: You 'll also get points for wiping out 


hie. So wreak all the havoc vou can I 


the ter¬ 


rorists and enemy vehicles. 


Inemy Strength Meter 


Two Guns Are Better Than One 

At the beginning of the game, another player may 
join in to play two against the computer. Simply 


You must wipe out terrorists and destroy enemy 
vehicles to move from one scene to the nest Keep 
an eve on the enemy strength meter at the hot- 

scree n 

destruction you must do before moving on. 


it indicates how much more 


tom 


use 


BUTTON while PRESS START is flashing. 


6 


























Guns N Amoi 


Jump, Duck, And Ron ; 


ft hat do vol need to lake on an entire terrorist 
camp? You’ll start the game with a TtFF-99 assault 
rifle and 10 FRAG-5" grenades. Just line up your 

targets in the cross hair to shoot 'em down! 


Id avoid enemy fire, youII have lo move quick. 
Jump, duck and roll to the right and left across 
the screen, See the figure below for some 
advanced maneuvers. 


Pick up these bonuses whenever you can. 


For these maneuvers, hold down Button R and 


press the control pad in the direction indicated 


* Rick up the BONUS 


machine guns to add in 


JUMP AND 
ROLL TO 


JUMP AND 
ROIL TO 

THE RIGHT. 


tense firepower and 
rapid-fire ability to your 

rifle. 


THE LEFT. 


RUN TO 
THE LEFT. 


RUN TO 
THE RIGHT, 


grenades. You’ll need 

them! 


DUCK AND 
ROLL TO 
THE LEFT. 


DUCK AND 


•Pick up the yellow stars 
lo earn BONUS points for 

score! 


THE RIGHT, 


a 
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Five Battle Levels, 5-Star Action! 


There are S Levels to get through, each with i 
scenes. The terrorists will throw everything they 


have at you. including the kitchen sink. Battle 


more! At the end of each Level 


you'll have lo 

gj 

an awesome “war machine' ' to go ahead 


i 1 
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ceed to the terrorists' air base if vou survive. 






, When you reach the air base, he 
prepared! The Super-Strike Chopper will drop ill 
to say 'hi Defeat the chopper and you can move 
ahead 
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This Level gives 


a whole new 

meaning! Rake the sand with your bullets and 
pound the turf wish vour grenades, Enemy 
frogmen lurking in the tide-pool add a little in¬ 
tensity lo the hard-hitting action. After the beach, 
you’ll head inland where the action doesn’t get 
any cooler. A little "sub-prise" awaits you , ready 
to halt your progress 


s i 


n 


loading docks are crawling with terrorists, w ho 
can make vour stay very unpleasant. Destroy 


■ 


uses, giant cranes and a battleship while 


w a re h o 


avoiding dead I \ air-fire from choppers and jei 


to advance to Level h. 
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Make molehills out of mountains in this final 
Level. You'll have to draw on your last reserves 
as the relentless, terrorist troops seem to grow 
out of the desert sand 
front D.RA Ts last line of defense. Keep your gun 
blazin’ hecause you never know what’s going to 
pop up. Defeat D R AT's final “"w-ar maehine" and 
you’ve completed your mission. 


Ill’s a |ungle out there! And if you make it out alive. 


it’s into the unforgiving heat of the desert. There, 


vou II encounter more terrorists than you can 


■ 


. Wipe them out and con- 


shake a stick at. so launch a grenade or two. Your 


aim and persistence will he tested as you try to 
destroy the cannons 


in the shell-spewing 


successful, it's on to Level >. 
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Winning The Game 


Co ng rat u I at io qs , so idicr. 


You've survived the 5 levels of perilous play and 
ended the terrorist threat Ybu’re to be commend¬ 
ed for a job well done 


Enter your initials on the scoring screen. Move 
the cursor around with the control pad and press 

BUTTON A to enter each initial 


The nest time you decide to wipeout the 
entire terrorist camp, see if you can 

better vour score! 

t 


Keep track of your scores on the 

page at 


12 



What'S Your Rank? 


DATE 


SCORING RANGE RANK 


NAME 


Grunt (keep trying) 


0—50,000 


50,001-—100,000 


Commando Forces 


Enemv Elimination 

J 

Engineer 


100,001—2 


r 9 i 


IW A C/s Official 
Ambassador of III Will 


250,001 + 


M 

































































COMPLIANCE WITH FCC REGULATIONS 


This equipment gjenerales, uses, and can radiate radio frequency eikv^gy and, it nm installed and used m uncord 
ana? with the instructions, min cause harmful interference to radio and television reception It ha* ktn lesied 


and found [u rompri w nh the limits for a Class It computing device, pursuant Ifl ^^cr of the FCC Rules These 

di+ignod i l> provide reasonable p rotecti on against harmful interference in a residential ms Lilian no Nmm. 

cause 


limits an. 

there is no guarantee that interference will not occur in a particular installation If this equipment dues 
harmful interference to radio or television reception. w hicti can he determined by turning the equipment off and 
on. the user ts encouraged to tn lo correct the interference by one or more of the following measures 


* Reorient the receiving antenna. 

* Relocate the NE5 with respect tu the receiver 

* Move the NES away from the receiver 

* Plug [lit- \E!S into a different outlet so that the SES and receiver are on different circuits 

* Consult the dealer or an experienced radio/TY tech nician for help 


It 


MILTON BRADLEY COMPANY 90-DAY LIMITED WARRANTY 


Milton Bradley Company warrants tu the rerljynal purchaser only, ihat the Game Fait provided with this manual 
will perform in accordance w ith the description in this manual (when used with the specified equip m enu for 
a period of ninety thOidays from the date of purchase If the Garni: Pak as found defective wuhm t>0 days from 
the date of purchase, it will he replaced Srenpri return the Game Pak to Milton Bradlev Company along with a 
dated proof of piif l hj.se. Replacement uf tin. 1 Gann- Rik. (fee uf charge lo [hi- nrigmal purchaser (except for the 
CMt of returning the Ciame Pak i is the full extent of our liability THIS VfttUCAMT IS IN UHL OF ALL OTHER MAR- 

RAMIES ft HETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED. ALL IMPLIED WARRANTIES. INCLUDING THOSE 
OF MERCHANTIBILITY AND FITNESS FOR A PARTICULAR PURPOSE. IF APPLICABLE. ARE LIMITED LN DURATION 
TO 90 DATS FROM THE DATE OF PURCHASE OF THIS. PRODUCT 


MRtnii Bradley Company shall not he liable for incidental andmr consequential damages for the breach of any ex¬ 
press or implied warranty including damage to properl v and. to the extent permuted by law. damages from per¬ 
sonal tnfun. even If Milton Bradley Company has been advised of the possibilities of such damages Some states 
do not allow the exclusion nr limitation uf incidental ur consequential damages or Limitations on how long an 
Implied warranty lasts, so the above limitations or exclusions may not apply to y^u, 


f his warranty shall not he applicable to the extern that any provision uf this warranty is prohibited by jiiv federal 
state, ur municipal law w hich cannni he pre-empted This warrants fries you specific legal rights and you may 
also haive other rights which vary from state to state 


Milton Bradley Company 

Attn: Consumer Service 
■143 Shaker Road 
East Longmeadnw, MA 01Q Lis 
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